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wasn't that long ago that the world of D, 


small idea in our minds. It has bee: 
the rich, expansive world itis t 


larifying it, and 
5 fike Peepdaly: artist 


Ryan Churchis first pal 1 
continent-sized chi afaplanet, to Brett Martling’s startling 
new Necromorphs from “ice planet Tau Volantis, each hada h 
influence of the Final work, and yet very little of their effor! 
seen outside the studio, until now. 


\pieges fromithe thousands that hé 
fat of Dead Space. Some® 
any iterations of an ideas 


Wanat’s “final” Necromor Nf images bear little resemblance to his 
first attempts, done months as 


Other times, an artist nails it ‘Fight away. I can clearly remember 

walking into the studio during the First weeks and seeing a small 

group, no larger than five or six, of spaceship sketches on the wall 

si meant to only be preliminary ideas. “That's it. That’s the Zshimura” 

= I said out loud, pointing at a hulking ofl rig ofetship with an epic rib 7. 

cage. Itwas perfect. It took a matter 9 days to get to aur hero ship. 
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ars has been an honor to be 
anyone else. Every rs 
work goes up on the’ 


beautiful or eer 
Srises? This journey 


“> Each day at the studio the past seven 
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THE ART OF HORROR 


Fear is a strange, delicious thing. Ever since we began telling storles, 

we've reveled in scaring each other — whether it’s in the chilling glow of a 
campfire ghost tale, losing yourself to the cosmic horror of H.P. Lovecraft ’ 
or in the silver-screen terror of Lon Chaney and Bela Lugosi, fear is one of 
entertainment’s richest strands. 


Video games are no different, and since the Atari 2600's Haunted House, 
developers have delighted in terrifying their audiences. It is a tradition that 
has been carried on, from Infogrames’ Alone in the Dark and Capcom's Sweet 
Home to Konami's Silent Hill. 


EA Visceral (formerly EA Redwood Shores) helped redefine that tradition in 
2008. Channeling the body horror of John Carpenter's The Thing, the tripped- 
out isolation of Solaris and the psychological trauma of Event Horizon, 

Dead Space™ was a game fluent in the cinema of fear. With learnings from 
System Shock 2 and Resident Evil 4, it was well schooled in the language of 
interactive horror. 


But it managed to be more than a jumble of influences. An artful experience, 
Dead Space was, and still is, utterly unique. It has sci- fi that’s never 
fantastical, horror that’s always personal, and action that’s delivered like a 
punch to the gut, this is a series that is smarter than your average video game 
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Over time, Dead Space has evolved and expanded, from the isolated adventure 
of the first game through to the chaos of Dead Space 2, and all the way to the 
cold, lonely expanses of Dead Space 3. Three titles in, and the series has lost 
none of its power to shock, its ever-expanding universe becoming only richer 
and more captivating 


Only four years after Dead Space was unleashed on the world it has become 
something more than just a game. The three glowing slats on blue-collar hero 
Isaac’s mask, the skeletal ghost house of the Ishimura, the broken, twisted 
silhouette and the spiraling symbol of the Marker have all become icons, 
embedding themselves inthe imagination of a generation 


So much credit for that must go to the artists — the people that study the sticky 
viscera that sends your stomach churning, who created the tangible future spaces 
of the Sprawl and who brought to life the unsettling religion of the Unitologists. 
Here, then, is an exploration and celebration of that work —a look at the art of 
horror, and an insight into the minds of those who are so eager to terrify. 
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Ba: fee AN ORDINARY HERO 


Video game leads are cgually cut from the same cloth; be they supers 
soldiers, bravado cops or daring renegades, Ehere’s no.shortage of 
extraordinary heroes. Isaac Clarke is a little different though an 
everyman placed in a horrifying situation, he is in many ways the perfect 
ciphey for pipyersi lost in the bloady.chaos.of the Dead Space ane, 


“When. y e aang up your ‘project, you're thinking swat c can your 
cae o's how ‘does the environment react to hint ‘and things like that,” 
fas director Ben’ Wanat. “You're not really thinking about 
.pegsonality at th t point - very quickly we cided we didn’t want 
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A constant visual motif in the Dead Space universe is ribbing 
~ it is repeated in the architecture of the Ishimura, the layout 
of the Sprawl, and the seared ice-plains of Tau Volantis. It 

is also an integral part of Isaac’s suit. “The design was very 
random at the beginning, with pencil sketches of a varied 
design,” illuminates artist Chi-Wai Lao. “But as our fiction 
started to shape up, with Isaac being a space engineer 
stranded in a horrific ship and struggling to survive, some of 
the sketches I drew started to click with that idea 

Ilinked the unique ‘ribbing’ motif with a lot of repeated 
blocky plates on top of a body suit.” 


The suit's ribbing reinforces that motif, ties in visually with 
the design of the Ishimura, and has other purposes too. 
“Technologically, we wanted to invest in the lighting — so 

2 serrated texture like that gives a lot for the light to play 
around on,” says art director Ian Milham, who has helped 
define thedook of Dead Space from its genesis. “The player's 
going to move through the lighting, and it gave the shadows 
2 lot to do.” 
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uit empowers the player, but it is also important 


ir of vulnerability. “We wanted to 


Milham. “He needs 


s ahero — but he’s nota 


on the front, it looks like 


Owm//SAAC CLARKE 


In the First Dead Space, 
Isaac's suit reflected the 
cold steel of the Ishimura, 
while in the second the 
different facets of The 
Sprawl meant a variety of 
different looks. For Dead 
Space 3, Isaac’s signature 
look is defined by the icy 
expanses of Tau Volantis 
with the rugged and 
protective Snow Suit 


Dead Space 3's shift to a colder, harsher locale necessitated 
a change in suit design. The hard edges of ald are less 
Prominent, though it stays true to the iconic tenets of its 
predecessors. “We went with heavy ribbing in the first Dead 
Space, and in Dead Space 2 we tried the slicker look with the 
Advanced Suit,” says Chi-Wai Lao. 


“In Dead Space 3, we wanted to try something different, 
mainly driven by the fiction and environment that-Isaac 
would be placed in, which involved a deserted base and 
shipwrecks from a couple of hundred years 490, as well as the 
ice planet itself. We needed suits that could look very aged 
and have a thick bulky silhouette that would echo the cold 
weather. There's also less use of metal plating, so we used a 
lot more cloth in our suits.” 
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Dead Spacet? introduced'a variety of suits for Isaac, some of which 


re 

reinforced the series’ original aesthetic while others hinted at 

other influences on the original design. “We wanted the design 1 

to haye a ‘vintage’ look, which is echoed in a lot of those diver suit 

designs,” says Lao. The nautical theme is not isolated to the suits “. 
It’s something that recurs in the Necromorphs and, later on in the é oe 


series, in some of the new alien species. 
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stoning tabs to ensure proper fit. 
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‘THE PLANET CRACKER 


The USG Ishimura is a planet cracker, a hulking industrial ship that is 
designed for one purpose: to mine entire planets in a bid to save a dying 
Earth. But inside, it holds a deadly secret: a warren of dark corridors and 
deathly shadows that’s home one of video games’ best harror stories: 
“The Ishimura came about because we really wanted to do some big sci-fi 
ideas inthe story,” says Ben Wanat. “We wanted it to be grounded, but 
we also wanted to throw in some elements that border on the fantastical, 
That's where the whole idea of planet cracking — where you've got a large 
industrial ship that goes out and destroys an entire planet to get the 
resources from it - comes from.” . MY 


It is that spectacular Function that initially dictated the Ishimura’s design 
and took the ship on a very different path to the one it would finally 
settle upon. “In the initial designs, it was these glistening towers and this 
alMost beautiful setting. But we thought that wasn't going to Work for 
horror — so we took this notion of this oilrig out at sea and built that into 
this planet cracker idea. We started to get some sketches out, and began 
to see some designs we were really happy with.” 


The grounded industrial roots of 
the exposed ironwork and 
structure that is unegh 


the supports exposed, so it feels like, 
and believability.” 


It’s that believability that gives the Ishi 
Although a fantastical ship built some four! 
future, it's a living, breathing space, and anj 
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The USG Ishimura's ability to enthrall comes partly from its tightly authored architecture and partly from the weight 
of the world that is propping it up. There’s a deep, rich fiction that’s hidden just beneath the rusting surface of the 
ship, and it’s one that’s fleetingly referenced throughout Isaac’s exploration of it 


“We needed to make that ship feel very much a part of the-world the player 
wasn,” confesses Ben Wanat. “It-has to be something they completely believe 
in, and that is really key to the horror experience.” Logos and iconography 
hinting at awarld beyond the ship's hull helps ground the Ishimura in a sense 
of reality — andit builds a sense of place that few other games can rival 


py 
CORPORATION 


)ECHNICIANS 
ONY 
» SEVERE RISK OF 
INJURY OR 


Se a 
EXTRACTIO! 
CORPORATION 


ENGINEERING DECK 


OS4///THE USG ISHIMURA 


HYDROPONICS/ 
CARGO HOLD GRAVITY CENTR: 


y EXPLORING THE 


ISHIMURA 


ame level: 
kpoint to 


MINING DECK FLIGHT DECK SCTIENCE/MEDICAL DECK CREW DECK BRIDGE/COMMUNICATIONS DECK 


THE ART OF DEAD SPACE oss 


i Le aia 


For a ship built in the distant future, the USG Ishimura comes across as a surprisingly old and 

_beaten up. “It’s very easy to make a spaceship that just feels fantastical,” says.lan Milham. “We 
tried to reference real-world lacations as much as possible, as well as mundane touchstones. If 
you look around the Ishimura, there's a lot of stuff that’s actually anachronistic if you're thinking 
of something that’s four hundred years in the future. That grounds everything in a tangible reality. 


Even though in the future a fire extinguisher probably looks like a credit card.” 
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PICKING THE RIGHT TOOL FOR THE RIGHT JOB, 


Isaac is a workman, and tisa an without his tools? In keeping with 
the industrial, blue-collar wibe that's oventh ito Dead Space’s fabric — a fabric 
that’s in all likelihood oil-splashed dehim — pre take the place of weapons in this 
universe, a fact that gives the combat a unique edge. 


“There's an interesting aspect that as an engineer Isaac is more comfortable 
around tools, and we really liked that part of it,” Ben Wanat says. “We decided 
we wanted combat to be a messy tool-based thing, and very gritty. It changes the 
nature quite a bit from bullets.” 


That it most certainly does. The first Dead Space was praised for its unique 
dismemberment gunplay, a different slant on action mechanics that was heavily 
informed by Isaac’s toolset. Most video games trade in headshots, but in Dead 
Space it’s about limb-shots and severing the Necromorphs’ diseased protrusions. 
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Considering the incredible technological power a 


that Isaac faces, his own arsenal is strictly limited — fa 


capable of massive destruction with little more tha 


2tty much 80 per cent of Isaac’s weapons are 


exceptions of military guns he ends up fir 


reveals Chi-Wai Lao. 


“Though many of these weapons s 
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The line cutter is the bigger, more brutish brother of the plasma cutter that is traditionally Isaac’s starter weapon. Offering a larger 
spread of fire, it makes up for its unwieldy nature with its sheer power. One to reel out for heavy-duty jobs 
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Dead Space's slight nautical theme is reinforced by the javelin gun. A high-end, heavy-duty weapon, it’s more than a little reminiscent 


of a diver’s speargun. Combine it with Isaac’s antique suit and you've got an image that looks like it's been plucked straight from the 
pages of a Jules Verne novel 
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First introduced in Dead Space 2, the detonator boasts the capability to fire off sticky mines that are 
then triggered by mavement. Perfect for laying a trap or managing busy crowds of Necromorphs — 
2 piece of kit that no toolbox should be without. 
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WEAPON CRAFTING 


Dead Space 3’s introduction of weapon crafting opens up 
the toolbox at the player’s disposal — existing weapons can 
be combined, or new ones forged by picking up materials 
scattered across the game world 


“There were a ton of challenges with designing weapons 
that are so customizable,” Jehan Choo explains. “Since 
each weapon can be stacked with any other weapon to 
create a dual firing gun, each part had to not only look 
individually awesome and functional, they had to all match 
with every other gun. For every two steps forward we took 
with designing these weapons, we had to take one back to 
Fix a core issue.” 


“For example, the base of the gun which all the pieces 
attach to went through many revisions because we 
couldn't figure out how Isaac would hold it, given that the 
pose had to work with every single configuration. There 
were many restrictions, such as how high I could design 
each gun part, so that they wouldn't clip through Isaac's 
body when combined, or how heavy each piece could look, 
since the gun had to still look wieldable when assembled.” 
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As muchas players will delight in self-crafted tools, for 
designers keen on maintaining a certain look, weapon 
crafting could cause a potential headache. A happy 
solution was found, though: “In Dead Space 3, we followed 
a lot of the weapon blueprints we made in the first two 
games that we know are fun and that work, and then we 
keep adding more to it,” says Chi-Wai Lao. 


“Visually, it is quite a different approach, as we are no 
longer designing a self contained individual tool, but 
rather designing a lot of parts that can be combined into 
2 tool. Many of these parts still have the resemblance of 
previous shapes — they echo to the player with what it 

is and does, yet it went through a slightly different art 
process in order to get made.” 
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DEATH IS ONLY THE. BEGINNING 3 


The twisted backbone of Bead Space’s Universe is Unitology, the reli 
that is a'driving force’in the series’ narrative. Formed at the midpoint .- 
between our own presentday and that of Isaat Clarke's, the Church z 
of Unitalogy is a faith that is built around the Markers, the mysterious 
spiraling monoliths that punctuate Dead Space’sstary. 


Although it started as a cult — as laid out in Dead Space: Martyr, a prequi 
novel set three hundred years before the events of the'first game — byt 
time the USG Ishimura makes contact with one of the Markers, Unitology be 
has spread to every level of society Pg 1 
».'F . 

The core beliefs are simple: Unitologists see the Marker asa taopen’ 
up ‘Convergence’, an event that builds towards ultimate Wait pe hat zt ¢ by 
exactly that entails begins as an enigma before tee i 
vivid — the events that tear through the Ishimura and the Sprawl rebukes. 
the beliefs ‘of the Unitologists as sickly, twisted flesh. 


é t 


THE MARKEF 
AND UNITOL! 


rn Hii Ng 
dag aad. ‘ati 
epee eae in 
900000 ¢, 


Rather than being a moment of spiritual beauty, Convergence is a messy, dirty affair. The Markers emit 
frequencies that can send people into madness, be it the violent psychoses that sees communities tearing 
each other limb from limb or the slow, creeping insanity that afflicts Isaac. The same frequencies turn dead 


Flesh into Necromorphs — and once enough have been created, they gather around the Marker in an act of 
Convergence, leading to a new stage of Necromarph evolution. 
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THE CHURCH OF 


UNITOLOGY 


Visceral’s artists had already developed a taste far designing cathedral-like 
architecture with the Ishimura, and with Dead Space 2 those skills were 
set loose on a more literal interpretation. The Church provides a stand-out 
moment, the cascading light and austere interior contrasting wildly to the 
homely clutter of the Spraw! 


It is also a chance for the artists to fully ground the Church of Unitology, and 
to illustrate how embedded it has become within the society that Isaac Clarke 
Finds himself in. “The Unitologists got a lot more detailed in Dead Space 

2,” says Ian Milham. “There we developed how they worship, what kind of 
programs they're using, and how all that worked together.” 


A centerpiece of the Church is ‘The Sisters’ — the two female figures that 
embody the beliefs of Unitologists, supporting the building while they reach 
out in their service of a higher cause. 
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At the foundation of Unitology is one man, Michael Altman — a scientist 
who first unveiled the Black Marker. The religion that slowly built around 
him, like so much in Dead Space, is grounded in a rich and broad fiction 


“It’s trying to take religion as a very abstracted idea,” Ian Milham says 
of Unitology. “With the iconography, there are certain commonalities 
throughout. If you look at the crucifix, or the cross — Greek Orthodox or 
Lutheran or whatever, they interpret that in very different ways, from 
the ash on someone's forehead to an incredibly ornate Roman Catholic 
carved cross on a pole — the same symbol becomes so much bigger and 
emblematic. You see that with the Marker — sometimes it’s a simple 
figure of eight, and other times it’s this elaborate structure.” 
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TWISTED ANATOMIES 


Every monster movie needs its monster, and every horror story 
needs its boogeyman. Dead Space boasts some of the most hideous 
monsters and some of the creepiest boogeymen in the shape of the 
Necromorphs, the fractured mutations that are Isaac’s main foes. 


“What we were trying to do, as much as possible, was reference 
real world things that gave us an emotional response,” describes 
Tan Milham. “We wanted the Necromorphs to evoke injury — actual 
people that have been injured as opposed to exotic aliens. For horror 
to really work it needs to be relatable — the Predator is a big alien, 
for example, but he’s not scary. Big aliens aren't scary.” 


The Necromorphs, though, most certainly are. Inspiration came 
from some obvious sources — H.R Giger’s Xenomorphs, and most 
pertinently the warped abominations seen in John Carpenter's The 
Thing — but from some less obvious places too. Parasitic fungi and 
the sticky effects it can have was one such source. “A mycology 

_ textbook reads like a horror novel,” says Milham. 
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The twisted anatomies of the Necromorphs have their 
foundations in our own bodies. Every tentacle is an 
intestine that is whipping out, and every sharp-angled 
mutation is a b8one that's broken free. Of their genesis, 
; Ben Wanat says “It was about imagining different ways, 
\ g uncomfortable ways of getting broken — and what would 
be strange to see running at you down the hallway.” 
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MUTANTS RISING 


From a distance, Necromor 


truly nauseating. “We wanted vis cattionary tale fe 
i 


guys — that you saw them and had a visteral reactio 
speak,” informs Ian Milham. “There's bepken teeth, 
's, and things like that — we tried to make the t 
one had taken a human body and bent and brok 


Rather than it stretching, it snaps.” 
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THE VARIATIONS OF 


DEAD SPACE 2 


The genealogy of the Necromorphs was extended dramatically in Dead 
Space 2. Brutes joined Crawlers, Leapers, and Lurkers in a grim rainbow 

of variety, as species develapment demanded a different outlook in the 
design. “That was kind of different,” confesses Brett Marling. “Most of the 
Necromorphs are people-sized. You have to come up with how all these 
bodies fit together and merge to form this giant, nasty thine. You still want 
to keep that human element, because that’s what makes the Necromorphs 
scary — you can see the human in there.” 
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There is an oft-repeated tale about how the original Dead Space got its design inspiration from looking at car accident photos 
It turns out that is something of a myth — but the truth is no less disturbing 


“We bought a goat at the butchers,” Ian Milham recalls. “There's actually footage of that goat in the front-end of the First 
Dead Space, where we were pulling it apart and sticking our hands in it. We were trying to get that contrast between pallid 
skin and insides, old blood versus new blood and all that kind of stuff. Fish blaod was also really good — it’s really dark and it 
coagulates, and it’s got a real thick viscous quality that is kind of horrific.” 


Real life and somewhat grisly influences remain in Dead 
Space. “I referenced textures of meat,” admits Brett Marling, 
who appears to have become an eccentric regular at his local 
butchers. “I'll go to the grocery store and buy the meat that’s 
on the manager's special and scan it in, and it'll be all green 
and nasty looking.” 
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THE DRAMA OF 


DEAD SPACE 3 


Isaac's previous adventures were hardly short on drama, or on show-stopping set-pieces 
and spectacular action. For Dead Space 3, as Isaac works his way towards une 

the truth behind the Necromorphs and the Markers and as the story builds towards an 
apocalyptic crescendo, Visceral Games’ designers had to up the scate, and up the threat 


The broader landscape of Tau Volantis = the first time that a Dead Space game has had 


anentire planet as its canvas — enables this, and it also allows th® introduction of anew 


alien species, as well as reimagined versions Of old Favorites. But it’s not just a case of 
making bigger bosses and tougher enemies. For Dead Space 3, the threat has to be that 
much more profound. i 
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FEEDERS AND FODDER 


It is always nice to welcome a new member to the family — even if the family’s a rag-tag bunch 
of mutated corpses and you're introducing a mummified stranger. Feeders are Dead Space 3's 
addition to the Necromorph clan, though they have their roots in the series’ past. “Some of the 
very first concepts I ever did were mummified spacemen on a spaceship being taken aver by 
corruption,” Ben Wanat shares. “Maybe because I did those things so long ago, as the creative 
director on the third game I really wanted to do Necromorph mummies 


“There's just something really creepy about mummified remains — they trigger something 
@ different in you than a recently dead person. They've got their own creepy vibe. I went back to 
, @ those images that I liked and decided it would be nice to do a full-on pantheon of Necromorphs 
based on that notion.” 
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me of the classic Necramorph types 

2 reimagined and redesigned for Dead 

ace 3, with Pukers and Slashers being 
2 little more grisly detail. The Fodder 


so available in a more powerful Elite 


y. “They've got that dryness, that 
ng,” Brett Marling says of the 
r.“That’s something we could play 


wth in Dead Space 3, because we have 
texture format, this all-new 


mel end sound.” 
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At some points, Dead Space's debt to classic sci-fi is more explicit than at others. The Swarm 
disembodied heads 


eth 


ectors creeping inta a host’s body is reminiscent of Alien, 
andout moment. Dead Space’s fluency in 


crawling across the floor borraw from The Thing 


sci-fi cinema only helps to strengthen its vision 
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NEW FLESH 
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The introduction of a new alien 
species means a new type of 
Necromorph arrives in tandem. 
Without the human anatomy 
holding back the process, alien 
Necromorphs are more abstract 
in design, and in some ways 
more horrific. 
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c theme that c "s First concept desigr 


aces with the extinct aliens of Tau \ is. “I like the idea that they 


using t s have the electrode: aetna face so I was 


trying to add that element to it and them this hammerhead kind of look 


explains Bre What it boiled down to was having this intelligent but 


somewhat 
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THE NECROMOON 


Swace Jules Verne’s From the Earth to the Moon and the iconic imagery of 
George Melie’s Le Vayage dans la Lune, there has been a sc-fi fascination with 
swbwerting orbiting bodies. Dead Space's spin on that tradition is delivered with 
tsademark viscera, scale, and horror by way of the Blood Moon, the final stage in 
the evolution of the Necromorph. 


TELL T IT ETA 


Iris this gargantuan form that the Markers have been building up to throughout 
the Dead Space narrative. Blood Moons absorb all tte matter created by the 
Merkers, knitting them together in one huge and unholy form in the final act of 
Convergence. In Dead Space 3, it’s an eerie presence, a hidden threat hanging in 
the sky. It's a moon-sized Necromorph, and it’s Isaac's ultimate foe — as well as 
the ultimate manifestation of the concept of ‘dead space’. eee a aa 
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The Blood Moon's design makes explicit 
the influence of aquatic life on Dead 
Space's designs. Part-inspired by a squid 
and part-inspired by a jellyfish, the end 
result looks like the feverish imaginings 

of an 18th-century sailor, and recalls the 
fantastical representations of sea-life seen 
in that period. Again, the German artist 
Ernst Haeckel was a reference point for 
the artists. 
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Throughout Dead Space’s history, the guidance of H.P. Lovecraft’s 
imagination can be subtly felt, and it is writ large across the sky in 
Dead Space 3. The Blood Moon feels as if it has just stepped out of 
Lovecraft’s own Cthulhu Mythos, calling to mind the Great Old Ones, 
the huge beasts that are worshiped by twisted human cults. 
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CONQUERINGA MGON 
“After the FIRE game, we thOUBht it oq aeinterestine 2 
to put you in thamiddie of a big Necrog)@epngulpreahe = 
says Ben Wanat. “The Sprawl was the key set, and we 
— built everything around the notion dtAWhenies tier being” 
stuck on a space station surrounded @\igiiEnananEn ‘ 
are changing argund you. It's an intesegtiiasmnwivan 
ey, situation to be in — it’s kind of like bel ieGiLsaaan ane 
. a zombie outbreak.” oe. " 


The Sprawl itself is as much a star of the secORG Samana 
the USG Ishimura is in the first. A colossal spaceStaeiamn 
spinning in the orbit of Saturn's moon Titan, it OFferegien 
contrast ta the rusting browns and reds of thedshi/ Una 
interior, and allowed a much broader, more coldrfyl % 
palette for the artists to play with. It is brighter yet darker, 
tighter yet more open — a complex backdrop within'which 
the game could further explore the fragmented society of é yo 
Dead Space's stark Future. : 


“The first Dead Space was a particular moment in the ' \ 


series’ history,” says Ian Milham. “For Dead Space 2we | §* ff 

wanted to go a lat more modern, and a lot more current- | 4 ( | 

day in the technology of the universe. You see it in | x 

Isaac’s Advanced Suit, and you most definitely seeitin * © | % 

the Sprawl.” \ \ * 
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With Dead Space, not just that which 
lingers in the shadows that can be 
terrifying. One recurring motif of Dead 


Spac 


> 2 is stark lighting, inspired by the 


white 


glare of a dentist's light, which 


instills a feeling of being interrogated 


and with nowhere to hide. 


The hgspital is a perfect example of this 
philosophy coming into play: a clean and 
sterile setting, it’s an unsettling space in 
which Isaac is first deposited — as well 
as a stark contrast to the environments 
of the first game. “We wanted to make 
this shiny, brighter Future in direct 
contrast to all the horror that's going 


on,” reveals Ben Wanat 
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THE HOSPITAL 
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THE ART 


HOME IS WHERE 


THE HORROR Is... 


If Dead Space is about the cold isolation of being stranded, then Dead Space 2 is about the 
horror of seeing your domestic surroundings upended. The living quarters of the Sprawl are 
grounded in a grim reality, which lends them an eerie familiarity. 


“It’s got all of the comforts of home, all of the things we naturally expect to have in a big city,” 
Ben Wanat says. “It was fun to play with that. One thing I love about the apartment complex 
is that it’s very inspired by 1970's and 80's kinds of architecture, as well as the colors and the 
fabrics. It’s got that nasty carpeting on the floor that’s all torn up, and it’s kind of a crappy 
place to live.” 
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THE CULTURE 


Mikig (mgm 


NATED HARD BAR 


The bright, garish advertisements feel like 


treets, and 


they've been plucked from Tokyo’ 
they offer stark contrasts to the blood that is 


being spilt around them. They also allow for 
sme subtle self-parody — or maybe Isaac has a 


perfect partner in the Lindsay miner doll 
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hippopotamus am phibugs 


st@nella dymene 


Look for other Extinct 
Animal Friends, including: 
-Eagle! 

-Giraffe! 


-Elephant! 
-Wolf! 
-Penguin! 


GORILLA 


IMATES. ABOVE AND BEY 
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THE MARKER LAB 
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The Ishimur: 


was impressive, but for a 


confined, and echo-fillec 


There is a canny solution to th 


whole fleet of dead ships, each w 


to explore new facets of the Dea: 


“You spend a lot of time in places that 


can be explored in Dea 


pa 


ck to our small, isol 


going t 


arren roots 
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MASS DRIVER 


“All of these ships predate the Ishimura by a couple of hundred years,” says Ian Milham. "They're 
floating around in a spaceship graveyard, and it gives us a chance to bring in vintage influences — 
especially in our terms from the 1940s and 50s — into the Dead Space world.” 


CMS Terra Nova, otherwise know as the Mass Driver, is the perfect example of that — arun-down 
vessel which also sees a return to the rib motif that runs throughout the series. 
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THE EUDORA 


In contrast to the decaying flotilla, the Eudora is a sterile, bright looking 
ship. It acts as the springboard for Isaac’s exploration of the dead ships, 
and its cleanliness creates an intentional disparity. 


“What we were trying to do there was create contrast,” Alex Muscat, Dead 
Space 3’s art director, says. “It's sleek, it has refined lighting and the 
architecture is streamlined. What happens is that you quickly leave it as 
you enter the flotilla, and you then get to these really grubby ships.” 
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ra : 
Dead Space J introduces a co-op partner POfthe firsttime 
in the series in the shape of Carver, a grizzled soldterwho 
survived a Necromorph outbreak and joined up with Ellie 
and Norton. While the wider expanses of Tau Volantisiofter 
plenty of range for two players to aid one another, in th 
tighter, more isolated areas — such as tuanel systems and” 
ice caves ~ even an ally wan't allay the inevitable terror. 
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SS GIMME SHELTER 
or Se 
a = Tau Volantis boasts a weather system — a first for Dead Space — although it’s set mostly to 
— cold and harsh. Through the bleak and ceaseless sheets of snow are outposts, battered by 


the elements but offering small moments of brief respite. They're important not only to give 
Players a breather, but also to control the pacing of the tightly scripted experience 
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THE WAYSTATION 


Although Tau Volantis is seemingly 


there are signs of human life dotte 


landscape. They are an enig { an extension of the 


haunted house motif that prov 


5 the framework fo 


so much of Dead Space 


Within each structure are small clues that hint towards 


their purpose, and tha 


ether help 


unravel a greater 


t were the Sovereign 


Colonies de 


two hundred years ago, and why 


n secrecy ever 


bigger picture. 


ENTERING THE 


- FACILITY 


The biggest secrets of Tau Volantis lie beneath its wintry surface, 
and it is here that Isaac comes across a new breed of creatures 
frozen Under the ice. They're more than a new, skittering 
presence in Dead Space’s grotesque menagerie, though — they're 
alink that binds together much of the mythology and lore of the 
series, and provide a satisfying answer to many of Dead Space’s 
recurring questions. 
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The original inhabitants of Tau Volantis were a race of 
aquatic aliens whose fates were interwoven with the 
Markers. “Tau Volantis was a giant ocean, and the 
froze,” explains Alex Muscat. “That’s why it's this 
The aliens are embodied in the planet, because tl 
aquatic by nature — the design is rooted in thal 
actual architecture of the city itself, we tried to 
circular motif — it’s where all the aliens came t 
one and built this machine. That’s the city itsell 
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The alien city itself is vast and cavernous, lo 
below the surface of Tau Volantis and provide 
Space’s most spectacular backdrops. ; 
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There is a clockwork element to the design of the alien city — partly to return to the circular motif in the artwork, and partly to 
include a series of intricate spatial puzzles. 
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For a series that has never shied away 
from sci-fi references, it is fitting that 
one of the final places Isaac explores is 
an explicit homage to the alien ship that’s 
at the centre of Ridley Scott's Alien. Like 
the subsequent prequel Prometheus, 
Dead Space 3 toys with concepts that are 
footed in the work of Erich von Daniken, 
though ~ as ever — they're done witha 
style that is uniquely Dead Space. 
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The Dead Space universe has always 


been conce 


ed to extend beyond the 


games through novels and graphic 


novels. These have added ta the visual 
richness of Dead Space — the graphic 
novels through art and the novels 


through prose 


Th phic novels Dead Space 


Salvage and Dead S 


were a collaboration between 

the game development team and 
renowned artist Christopher Shy. 
whose photo-realistic artwork brings a 


visceral realism to the battle betw 


man and Necr ph, at once 


ful and hauntingly terrifyi 
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